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FINANCIAL TRADING GAME 

PRIORITY CLAIM 

This application is a continuation application of, claims 
priority to and the bene?t of Us. patent application, Ser. No. 
10/002,553, ?led on Nov. 23, 2001, noW U.S. Pat. No. 
7,040,982 the entire contents of Which are incorporated 
herein. 

COPYRIGHT NOTICE 

A portion of the disclosure of this patent document 
contains or may contain material Which is subject to copy 
right protection. The copyright oWner has no objection to the 
photocopy reproduction by anyone of the patent document 
or the patent disclosure in exactly the form it appears in the 
Patent and Trademark Of?ce patent ?le or records, but 
otherWise reserves all copyright rights whatsoever. 

BACKGROUND 

This invention brings the excitement of trading securities 
on an exchange to an electronic game. A player is able to 
experience the excitement and unpredictability of electronic 
trading by condensing months, days or hours of trading 
activity into a relatively short amount of time. The game 
provides the player With a line chart that shoWs changes in 
value of one or more securities, such as stocks, commodities, 
options, bonds, futures, indexes, currencies and the live, 
over a period of time. A segmented line is plotted on the line 
chart during a round of play. This segmented line is com 
posed of a plurality of points that are joined together by line 
segments, each point representing a randomly generated, 
hypothetical item price or value at a given point in time. A 
round of play begins When the player “buys”, and ends either 
When the player “sells”, or When the time period allotted for 
playing the round of play expires. 
Where the invention is implemented on a video gaming 

machine for gambling purposes, this fast-paced and unpre 
dictable game both maximiZes the amount of revenue gen 
erated by the house, and maintains the game at a level 
challenging enough to keep the player interested. 

Several stock market-related games have been devised 
Which simulate investing in the stock market game that 
simulates buying and selling stock on a stock exchange. The 
player is provided With a display that presents a number of 
stocks, their current prices, dividends, and information relat 
ing to market factors that, interalia, affect the price of the 
stocks. The player is also provided With a keyboard for 
initiating stock-related transactions such as buying, selling, 
placing puts, and the like. 

Board games have also been devised Which simulate 
investing in the stock market. For example, U.S. Pat. No. 
6,189,886 provides a board game that is based on the stock 
market concepts. A continuous path of variably colored 
spaces is depicted on the face of the board game, Wherein the 
spaces have different meanings and applications to game 
play. As each player moves around the game board, they are 
given the opportunity to buy and sell stock and to draW cards 
Which express events Which cause the price of a speci?ed 
stock to go up or doWn. 

HoWever, all of the previously devised stock market 
related games have complex designs, as Well as complicated 
rules, Which are neither realistic nor extremely interesting. 
In addition, these games can complicate play With sophis 
ticated concepts and transactions, Which are geared more 
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2 
toWards players With extensive prior knoWledge and an 
understanding of the complexities of trading on an 
exchange. Furthermore, these previously devised games 
require a great deal of time to complete a single round of 
play, Which is not conducive to a casino environment. 

There is a constant need in the gaming industry for neW 
games that keep plays interested, and substantially reduce 
the possibility that players Will cease playing and Wagering 
or reduce the amount of play and Wagering due to lack of 
interest or challenge. 

Therefore, it is a ?rst object of the present invention to 
provide an electronic game that captures the excitement of 
trading securities or other ?nancial instruments, currencies 
or commodities or an exchange. 

It is a second object of the present invention to provide a 
market-related electronic game that is easy to play, and 
requires a minimal knoWledge of the Workings of an 
exchange. 

It is a third object of the present invention to provide a 
?nancial market-related game that can be implemented on a 
video gaming machine in a casino for gambling purposes. 

Yet another object of the present invention is to provide a 
?nancial market-related electronic game that provides a 
player With a line chart that shoWs changes in trading 
patterns of one or more securities, such as stocks, commodi 
ties, options, currencies, and the like, over a period of time. 

Another object of the present invention is to provide a 
?nancial market-related electronic game having a line chart 
that includes a plurality of special event icons Which, When 
intersected by a segmented line plotted on the line chart, 
affect the price or value of the security, commodity or 
currency or reWard the player With a bonus round of play. 

SUMMARY 

Additional features and advantages are described herein, 
and Will be apparent from, the folloWing Detailed Descrip 
tion and the ?gures. 

This invention relates generally to a game, and more 
particularly to an electronic game that simulates trading 
securities, commodities, or currencies on a public exchange, 
such as a stock exchange, futures exchange, commodities 
exchange, options exchange, index exchange, bond 
exchange and the like. More particularly, the game simulates 
changes in value of an item traded on an exchange, over a 
period of time. The game of the present invention can be 
played on any electronic computing device, but is preferably 
played in a casino as a video gaming machine for gambling 
purposes. The computing device includes, among other 
things, a video screen display on Which a line chart is 
displayed. The computing device also includes a selection 
device, Which provides a means by Which the player inter 
acts With the computing device to, among other things, 
“buy” or “sell” one or more securities, commodities or 
currencies. The line chart includes a vertical axis that 
corresponds to the value of the security or other item being 
traded, and a horiZontal axis that corresponds to time. A 
segmented line is plotted on the line chart during a round of 
play. A random number generator randomly determines the 
vertical axis value for each point plotted along the seg 
mented line. 

During play, the segmented line may “intersect” one of 
the plurality of “special event” icons displayed on the line 
chart. If the segmented line intersects one of the special 
event icons, a “special event” is triggered. Depending on the 
icon type intersected, the value of the security is increased, 
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decreased, the player is rewarded With a bonus round of play, 
or other special action initiated. 
Around of play begins When a player “buys” one or more 

securities or other items being traded, such as stocks, 
commodities, currencies, options, bonds, futures, indexes or 
the like. The player then Watches the plotting of the seg 
mented line of the line chart. In other Words, the player 
Watches the value of the one or more securities, commodities 
or currencies change over time. If the player feels the chart 
is at a peak value, or on a doWnWard trend he activates the 
“sell” button to lock in pro?ts or reduce potential losses. A 
round of play ends either When the player “sells” the one or 
more securities, commodities or currencies, or When the 
time allotted for the round of play expires. 

BRIEF DESCRIPTION OF THE FIGURES 

Other objects and advantages of the invention Will 
become apparent upon reading the folloWing detailed 
description and upon reference to the draWings in Which: 

FIG. 1 is a schematic diagram of a computing device. 
FIG. 2 is an illustration of a screen display of a ?rst 

example of a completed round of play. 
FIG. 3 is a How diagram of a ?rst method by Which a 

round of play is initiated. 
FIG. 4 is a How diagram of a second method by Which a 

round of play is initiated. 
FIG. 5 is a How diagram generally describing a round of 

play. 
FIG. 6 is an illustration of a screen display of a second 

example of a completed round of play. 
FIG. 7 is an illustration of a screen display of a third 

example of a completed round of play. 
FIG. 8 is an illustration of a screen display of a fourth 

example of a completed round of play. 
FIG. 9 is an illustration of a screen display of a ?fth 

example of a completed round of play. 

DETAILED DESCRIPTION 

It should be understood that various changes and modi 
?cations to the presently preferred embodiments described 
herein Will be apparent to those skilled in the art. Such 
changes and modi?cations can be made Without departing 
from the spirit and scope of the present subject matter and 
Without diminishing its intended advantages. It is therefore 
intended that such changes and modi?cations be covered by 
the appended claims. 

While this invention is susceptible of embodiment in 
many different forms, there is shoWn in the draWings and 
Will herein be described in detail, one or more speci?c 
embodiments, With the understanding that the present dis 
closure is to be considered merely an exempli?cation of the 
principles of the invention and is not intended to limit the 
invention only to the embodiments described and illustrated. 

The game of the present invention can be played on any 
electronic computing device. The game is most preferably 
played in a casino as a video gaming machine for gambling 
purposes. Alternatively, it can be played on a computer as an 
on-line gaming game over the Internet as part of a Wide Area 
Network (“WAN”), as part of a Local Area NetWork 
(“LAN”), and/or on a stand-alone computer. 

FIG. 1 is a schematic diagram of a computing device 10 
With Which the present game is implemented. The comput 
ing device 10 includes a microprocessor 12 for executing 
one or more programs stored in the device’s memory 14, a 
video screen display 16, a selection device 18 for providing 
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4 
a means by Which the player interacts With the computing 
device 10, and an external poWer supply 22 and/or a battery 
24 in electrical communication With each of the above-noted 
components for providing electrical poWer thereto. The 
memory 14, video screen display 16, and selection device 18 
are each in communication With the microprocessor 12. 
The selection device 18 may be a keypad, a peripheral 

device such as an external keyboard or mouse, and/or a 
plurality of function speci?c buttons. In the preferred 
embodiment, the video display screen 16 is a touch screen 
that serves as both the selection device 18 and the video 
screen display 16. In this embodiment, the selection device 
18 takes the form of “interactive” icons that appear on the 
video screen display 16. When the player touches the video 
screen display 16 at the location Where an “interactive” icon 
is displayed, this has the same a?fect as if the player Were 
pushing a conventional electro-mechanical keypad button. 

FIG. 2 is an illustration of a screen display of a completed 
round of play, as vieWed on the touch screen video screen 
display 16. The screen display 16 includes a tWo-dimen 
sional line chart 26. The vertical axis 28 of the line chart 26 
denotes the value or price of one or more securities or other 

item being traded, such as a stock, commodity, currency, 
option, bond, future, index and the like (referred to collec 
tively as “security” or “securities”), and the horiZontal axis 
32 denotes time. Preferably, at least initially, the value or 
price of the security corresponds to the number of “credits” 
Wagered. A “credit” may be a ?ctional amount, or in the case 
Where actual money is Wagered, may correspond to the 
amount of money Wagered. 
As Will be further discussed beloW, a segmented line 34 

is plotted on the line chart 26 during a round of play, and in 
a relatively short period of time. Preferably, the total time 
allotted to plot the entire segmented line 34 is long enough 
to alloW the player to react to What is going on and keep the 
player interested, a time period betWeen and feW seconds 
and a feW minutes. In the preferred embodiment it is 3-10 
seconds. The time for a round should be short enough that 
enough revenue can be generated Within the allotted time. It 
should be noted that although only one line chart 26 is 
shoWn in the draWings, alternate embodiments are contem 
plated Wherein multiple line charts 26 are displayed, each 
having a segmented line 34. Yet another embodiment is 
contemplated Wherein multiple segmented lines 34 are plot 
ted on a single line chart 26. 
The segmented line 34 is plotted by line plotting means. 

In the preferred embodiment, the line plotting means is a 
random number generator, most preferably a random Walk 
function. The segmented line 34 is composed of a plurality 
of points jointed together by line segments. For each point 
plotted, a vertical axis change value (Which can be positive 
or negative) is computed using the random number genera 
tor. This change value is then added to the previously plotted 
vertical axis value to form the neW vertical axis value. This 
neW vertical axis value and the next sequential correspond 
ing horiZontal axis value are then plotted as a neW point on 
the line chart 26. In other Words, a ?ctitious security value 
is randomly generated for a given moment in time, and those 
values are plotted as a point on the line chart 26, A line 
segment is then draWn betWeen the neW point and a previ 
ously plotted point. 

In the preferred embodiment, the segmented line 34 is 
plotted at a constant rate, and the points are equidistantly 
spaced along the horiZontal axis. In other Words, the rate or 
speed of the game is constant. HoWever, alternate embodi 
ments are contemplated Wherein the rate at Which the points 
are plotted varies during play. 
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Where, as in the preferred embodiment, the game is 
played in a casino as a video gaming machine, the game may 
be con?gured so that the odds of Winning favor the casino 
or “house”. This can be accomplished by introducing a 
negative bias into the random number generator. The nega 
tive bias Will cause the vertical axis or security value to 
decrease more frequently than it increases over a large 
number of games. 

In the preferred embodiment, revenue can be earned by 
the casino or “house” by reducing the player’s Winnings by 
a “commission”. The “commission” may be a predetermined 
percentage of the initial bet, a percentage of the Winnings, or 
a combination thereof. The “commission” could also be 
deducted as each point is plotted, so that the “commission” 
is gradually paid as the round of play progresses. 
One or more special event icons are displayed on the line 

chart 26. The appearance, timing, type and placement of the 
special event icons can be controlled by a random number 
generator, or placed in ?xed locations. In the preferred 
embodiment, if the segmented line 34 “intersects” one of the 
special event icons, such as 38 of FIG. 2, a special event is 
triggered. Depending on the icon type intersected, the ver 
tical axis or security value is increased or decreased, and the 
player is reWarded With a bonus round of play, or other 
special action is initiated. 
As the segmented line 34 is plotted during play, if a point 

is plotted at the same location as a special even icon (and 
thus the segmented line 34 “intersects” the special event 
icon 38), a “special function” associated With that particular 
special event icon is initiated. A point plotted at the same 
location as a special event icon is herein referred to as an 
“intersecting point”, and the corresponding special event 
icon is herein referred to as a n “intersected icon”. 

Where the intersected special event icon is one that affects 
the security value, the “special function” associated With the 
intersected special event icon disables the random number 
generator With respect to the next point to be plotted, and 
then instead computes the vertical axis value for the next 
point. The preferred embodiment includes three types of 
value-affecting special event icons. The ?rst is a “SPLIT” 
special event icon 36 (see FIG. 8). The “special function” 
associated With a “SPLIT” special event icon 36 computes 
the vertical axis value for the next point to be plotted by 
doubling the vertical axis value for the intersecting point. As 
shoWn in FIG. 8, intersecting SPLIT icon 36 results in the 
security value jumping from point A to pint B. 
The second type is a “cash bonus” special event icon 38 

(depicted in FIG. 2 as a dollar sign or “$”). In one embodi 
ment, the “special function” associated With the “cash 
bonus” special event icon 38 computes the value for the next 
point to be plotted by adding a predetermined value to the 
vertical axis value for the intersecting point. In other Words, 
the security value increases by a predetermined amount, 
Which is displayed on the “cash bonus” icon 38 during play. 
In another embodiment, a bonus value random generator 
randomly generates the value to be added to the intersecting 
point vertical axis value. 

The third type of value affecting special event icon is a 
“CRASH” special event icon (not shoWn). The “special 
function” associated With a “CRASH” special event icon 
computes the vertical value for the next point to be plotted 
as Zero. In other Words, When the segmented line 34 inter 
sects a “CRASH” special event icon, the value of the 
security value plummets to Zero. The rate and effect of a 
“CRASH” icon can also be varied. Where the intersected 
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special event icon is one that reWards the player With a 
“bonus game”, a bonus game is initiated Where the player 
can Win additional credits. 

Referring again to FIG. 2, “MAX BET”, “BUY” and 
“SELL” interactive buttons 42, 44, and 46, respectively, are 
displayed on the video screen 16. A “CREDIT” display 48 
provides the player With a visual display of the total number 
of credits available to bet or Wager With. A separate “BET” 
display 52 provides the player With a visual display of the 
total number of credits bet or Wagered for the game cycle. 
Bet increase and decrease interactive buttons 54 and 56, 
respectively, permit the player to increase and decrease the 
number of credits bet or Wagered. 

FIG. 3 generally describes one method by Which a round 
of play is initiated. In this embodiment, the computing 
device 10 is the preferred video gaming machine. After start 
58, but before the round of play begins, the player inserts 
“credits” 62 into the computing device 10. These credits 
may take the form of coins, or could be deducted from a 
stored value card, a ticket, a debit car, a credit card, or a 
smart card. Thereafter, the player determines the amount to 
be Wagered 64 for the upcoming game. This can be accom 
plished tWo Ways. First, the player can touch the “MAX 
BET” interactive button 42, in Which case the maximum 
alloWed bet is Wagered. In the alternative, the player can 
select the amount to be Wagered using the bet increase and 
decrease interactive buttons 54 and 56. Once the amount 
Wagered is selected 64, the player touches the “BUY” 
interactive button 44, 66 to initiate the round of play 72. 
When the round of play is initiated 68, the ?rst point is 
plotted. The vertical axis value of the ?rst plotted point 
corresponds to the number of credits Wagered. 

FIG. 4 generally describes a second method by Which the 
round of play may be initiated. In this embodiment, the 
computing device 10 is again the preferred video gaming 
machine. HoWever, in this embodiment, the segmented line 
34 is continuously plotted 74, even before a round of play 
begins. The player inserts “credits” 76 into the computing 
device 10. When the player touches the “BUY” interactive 
button 44, 78, the vertical axis value for the last point plotted 
before the player touched the “BUY” interactive button 44 
is compared against the number of available “credits” 81 to 
determine Whether the player has a sufficient number of 
credits to “buy” at that given moment in time 82. 
An alternate embodiment is contemplated Wherein the 

player can “short sell” a security. Selling short is a method 
for trading a security Wherein an investor in effect borroWs 
the security from a broker, immediately sells the security, 
and then at a later time buys the security and effectively 
returns it to the broker. If the value of the security decreases 
after the investor initially sells the security (and the investor 
is able to later buy the security at a loWer price) then the 
investor Will realiZe a pro?t. In that embodiment, the player 
touches the “SELL” interactive button 46 rather than the 
“BUY” interactive button 44, Without having previously 
“bought” the security. 

If the player does not have a suf?cient number of credits, 
the computing device prompts the player to inset more 
credits 84. IF the player does have a suf?cient number of 
credits, then the vertical axis or security value is automati 
cally deducted from the total number of “credits” available 
86, and the round of play is initiated 88. The number of 
“credits” deducted corresponds to the vertical axis value for 
the last point plotted before the player touched the “BUY” 
interactive button 44, 88. Also, the last point plotted before 
the player touched the “BUY” interactive button 44 is 
counted as the ?rst plotted point in the round of play. 
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Referring to FIG. 5, in both embodiments, after the round 
of play has been initiated 68, 88, the processing loop starting 
at “AA” is invoked. First the “SELL” button 46 is checked 
for activation, and time expired condition is tested 92. If 
either event occurred, then the round is terminated, the 
current vertical axis or security value is added to player 
credits 94, house commission is deducted 96, ending the 
current round of play. Otherwise, the random number gen 
erator is cycled and computes the vertical axis value for the 
next point and it is plotted 98. It is then determined Whether 
the neW plotted point is an intersecting point 101. If the next 
point is an intersecting point, then the “special function” 
associated With the intersected special event icon is executed 
103. Where the special event icon is one that affects the 
value of the security, the “special function” alters the vertical 
axis value for the chart at the current point. Next the chart 
value is check to see if it has equaled or exceeded the 
maximum and minimum chart values 105. If so, round 
termination 107 is commenced, the current vertical axis or 
security value is added to player credits 94, house commis 
sion is deducted 96, ending the current round of play. 

To provide a further understanding of the present inven 
tion, the folloWing examples are provided With the under 
standing that these examples merely demonstrate the imple 
mentation of one or more embodiments of the invention. 

FIG. 2 illustrates a screen display of a completed round of 
play in Which the casino or “house” Won. The round of play 
Was initiated using the ?rst of the tWo above-discussed 
methods. The player initially Wagered 50 credits, and there 
after touched the “BUY” interactive button 44. Thereafter, 
the computing device 10 plotted the ?rst point, Which had a 
vertical axis value of 50. During play, the segmented line 34 
“intersected” a “cash bonus” special event icon 38 having a 
bonus value of 10 credits. The round of play ended When the 
player touched the “SELL” interactive icon 46, at Which 
point the security had a value of 18 credits. The outcome in 
this case is not favorable to the player because the net result 
is the “SELL” value of 18 minus the original 50 credits 
Wagered on the “BUY”, a negative result representing a loss 
of 32 credits. 

FIG. 6 illustrates a screen display of a completed round of 
play in Which the casino or “house” again Won. The round 
of play Was initiated using the ?rst of the tWo above 
discussed methods. The player initially Wagered 50 credits, 
and thereafter touched the “BUY” interactive button 44. 
Thereafter, the computing device 10 plotted the ?rst point A, 
Which had a vertical axis value of 50. The round of play 
ended When the time allotted for a given round of play 
expired, at Which point B the chart had a value of 44 credits. 
The net outcome to the player Was a loss of 6 credits. 

FIG. 7 illustrates a screen display of a completed round of 
play in Which the casino or “house” again Won. The round 
of play Was initiated using the ?rst of the tWo above 
discussed methods. The player initially Wagered 50 credits, 
and thereafter touched the “BUY” interactive button 44. The 
round of play ended When time expired at Which point the 
security had a value of 30 credits. The net outcome to the 
player Was a loss of 20 credits. 

FIG. 8 illustrates a screen display of a completed round of 
play in Which the casino or “house” again Won. The round 
of play Was initiated using the ?rst of the tWo above 
discussed methods. The player initially Wagered 20 credits, 
and thereafter touched the “BUY” interactive button 44. 
Thereafter, the computing device 10 plotted the ?rst point, 
Which had a vertical axis value of 20. During play, the 
segmented line 34 “intersected” a “SPLIT” special event 
icon 36, Which caused the value of the security to double 
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8 
from 13 at A to 26 at B. The round of play ended When the 
player touched the “SELL” interactive button 46, at Which 
point the security had a value of 17 credits. The net outcome 
to the player Was a loss of 3 credits. 

FIG. 9 illustrates a screen display of a completed round of 
play in Which the player Won. The round of play Was 
initiated using the ?rst of the tWo above-discussed methods. 
The player initially Wagered 20 credits, and thereafter 
touched the “BUY” interactive button 44. Thereafter, the 
computing device 10 plotted the ?rst point A, Which had a 
vertical axis value of 20. During play, the segmented line 34 
failed to “intersect” a “CASH” special event icon 91 and 93 
or “SPLIT” special even icon 92. Nevertheless, the random 
value of the security increased across time. The round of 
play ended When the time allotted for a given round of play 
expired, at Which point the security had a value of 31 credits. 
As a result, the player had a net gain of 31 minus 20, or 11 
credits. 
Revenue is generated for the casino, game operator, or 

other establishment by the game from losses by the player. 
HoWever, revenue can also be generated for the casino, 
game operator, or other establishment by charging a “com 
mission” in the form of a percentage of the value of the 
security at the time of purchase and/or sale. Likewise, the 
player can be charged a fee on the amount of time used 
during the round. The fee Would also be subtracted from the 
value of the security at speci?c time intervals; this Way the 
“commission” is gradually paid out over time. The “com 
mission” could be an absolute value, a percentage of the 
initial bet, a percentage of the current payout value, or some 
combination thereof. The commission could be determined 
by a preset formula. 
A player can also Win or lose by selling “short.” In that 

embodiment, the player Would “sell” at a point in time (prior 
to buying) and then terminate the Wager by “buying” to 
cover the short at a later time. The amount Won, or outcome, 
is the initial “sell” value minus the ending “buy” value, less 
any house commission. 
The foregoing description of one or more embodiments of 

the invention have been presented for purposes of illustra 
tion and description, and is not intended to be exhaustive or 
to limit the invention to the precise form disclosed. The 
description Was selected to best explain the principles of the 
invention and practical application of these principles to 
enable other skilled in the art to best utiliZe the invention in 
various embodiments and various modi?cations as are suited 
to the particular use contemplated. It is intended that the 
scope of the invention not be limited by the speci?cation, but 
be de?ned by the claims as set for the beloW. 

The invention is claimed as folloWs: 
1. A method of operating a gaming device including a 

game operable upon a Wager by a player, said method 
comprising: 

(a) displaying a graph including a ?rst axis and a second 
axis, Wherein a plurality of different potential payout 
values are associated With the ?rst axis and an indica 
tion of time is associated With the second axis; 

(b) indicating a randomly determined one of the payout 
values on the graph; 

(c) enabling a player to accept the indicated payout value 
on the graph; 

(d) if the player does not accept the indicated payout value 
and the indicated payout value is not a last indicated 
payout value, repeating (b) and (c) until the player 
accepts the indicated payout value or the indicated 
payout value is the last indicated payout value; and 
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(e) providing an outcome to the player, wherein the 
outcome is based on the indicated payout value 
accepted by the player or the last indicated payout 
value indicated on the graph. 

2. The method of claim 1, Wherein each randomly deter 
mined one of the payout values is indicated on the graph for 
a designated time period. 

3. The method of claim 2, Which includes, for each 
indicated payout value on the graph, enabling the player to 
accept said indicated payout value during the designated 
time period for said indicated payout value. 

4. The method of claim 2, Wherein one of the randomly 
determined payout values indicated on the graph is the last 
indicated payout value after a designated overall time period 
expires. 

5. The method of claim 1, Wherein one of the randomly 
determined payout values indicated on the graph is the last 
indicated payout value after a designated overall time period 
expires. 

6. The method of claim 1, Wherein one of the randomly 
determined payout values indicated on the graph is the last 
indicated payout value after a designated number of ran 
domly determined payout values are indicated on the graph. 

7. The method of claim 1, Which includes indicating the 
Wager made by the player on the graph before indicating the 
?rst randomly determined one of the payout values on the 
graph. 

8. The method of claim 1, Wherein at least tWo of the 
indicated randomly determined payout values are the same. 

9. The method of claim 1, Wherein the outcome is: (a) the 
indicated payout value accepted by the player and reduced 
by a designated house commission; or (b) the last indicated 
payout value indicated on the graph and reduced by a 
designated house commission. 

10. The method of claim 1, Which includes initiating an 
event if one of the indicated payout values on the graph 
intersects an icon displayed on the graph. 

11. The method of claim 10, Wherein the event includes 
adding a value to the indicated payout value that intersects 
the icon. 

12. The method of claim 10, Wherein the event includes 
subtracting a value from the indicated payout value that 
intersects the icon. 

13. The method of claim 10, Wherein the event includes 
initiating at least one bonus game. 

14. The method of claim 1, Which is provided through a 
data netWork. 
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15. The method of claim 14, Wherein the data netWork is 

the internet. 
16. The method of claim 1, Wherein the graph is displayed 

as part of the game operable upon a Wager. 
17. The method of claim 1, Wherein the graph is displayed 

as part of a bonus game. 

18. A method of operating a gaming device including a 
game operable upon a Wager by a player and a bonus game 
operable upon a triggering event, said method comprises: 

(a) for a play of the bonus game, displaying the graph 
including a ?rst axis and a second axis, Wherein a 
plurality of di?cerent potential payout values are asso 
ciated With the ?rst axis and an indication of time is 
associated With the second axis; 

(b) for said play of the bonus game, sequentially indicat 
ing a plurality of randomly determined payout values 
on the graph each for a designated amount of time; and 

(c) for said play of the bonus game, providing to the 
player an outcome based on a last payout value indi 
cated on the graph When no time remains in the play of 
the bonus game. 

19. The method of claim 18, Which includes indicating the 
Wager made by the player on the graph before indicating the 
?rst randomly determined one of the payout values on the 
graph. 

20. The method of claim 18, Wherein at least tWo of the 
indicated randomly determined payout values are the same. 

21. The method of claim 18, Wherein the outcome is the 
last indicated payout value indicated on the graph and 
reduced by a designated house commission. 

22. The method of claim 18, Which includes initiating an 
event if one of the indicated payout values intersects an icon 
displayed on the graph. 

23. The method of claim 22, Wherein the event includes 
adding a value to the indicated payout value that intersects 
the icon. 

24. The method of claim 22, Wherein the event includes 
subtracting a value from the indicated payout value that 
intersects the icon. 

25. The method of claim 18, Which is provided through a 
data netWork. 

26. The method of claim 25, Wherein the data netWork is 
the internet. 
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